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iQ Internal reactions within the flesh of a Phoenix to their new Prominence create a physical artifact known 
(2 simply as the Gem. This stone is the material expression of the great power which cycles through the 
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4) of different Gems find certain taskes easier or more difficult due to the differences in their respective 
Y reactions. 
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YM Politics among phoenixes takes the form of lifelong pledges, backed by mystical tattoos and binding 
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=) oathes, to organizations called Roosts. These gatherings have existed since before modern Firbara can 
la remember with strange traditions and dogmas stretching back into prehistory. Each is distinguished 

(2) from the others not only by their membership and oaths but by how they interprete the Mandate. 
I Prominence 


YM The height to which the fire within can leap is limited by the Prominence of an individual Phoenix. This 


flesh and spirit of the phoenix and its composition reveals the way in which that energy acts. Phoenixes 
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=) measurement reflects how reactive the energy inside is, how easily it can be ignited by essence and 
la errupted out into the Corona. High Prominence means more and be done with the same energy and 
(2 effort but also means a higher spill over of this energy, causing more incidental harm to people and 
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Prominence Essence Facets/Flares Corona Radius Corona Harm 
10/1 3/5 10 yards 

11/1 3/7 10 yards - 

12/2 4/9 15 yards Bashing 
13/2 4/11 15 yards Bashing 
14/3 5/14 20 yards Bashing 
15/3 5/17 20 yards Lethal 
20/4 6 / 20 25 yards Lethal 
30/6 7/25 30 yards Lethal 
50/8 8 / 30 40 yards Aggravated 
100 / 10 10/35 50 yards Aggravated 
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Prominence 


Invisible to the naked eye, Prominence is the inner flame which burns constantly around and 
within a Firbara. This force is spiritually linked with the burning heat of the sun, less a burning 
flame and more of a fusion reactor in the phoenix soul, churning out energy at an alarming rate. 
This radiance is not visible, even to supernatural senses, and is generally only detectable in the 
form of the Corona (see below). 


Prominence is important for all Firbara because it determines how much spirit energy they can 
contain and how much they can safely make use of at a time. It also protects them from 
supernatural threats, adding it’s rating to the resistance of any supernatural abilities. 


Essence 


Spiritual energy with the resonance of Helios himself is the only kind of essence which the 
Firbara are able to make use of. It fuels the Prominence, allows them to create the Corona to 
use magical abilities, and heals their wounds. Unlike spirits, Firbara are capable of generating 
essence through harmony with the sun without the need to draw it from outside sources. 


The amount of essence that a Firbara can hold at any time and the number of points that can 
be used in each round are determined by Prominence (see the chart above). 


Facets and Flares 


Separate forms of supernatural ability, Facets and Flares are both limited in total number of 
Prominence. Facets are physical and spiritual alterations to a Firbara’s Gem and change the way 
that the Firbara interacts with the world around them. They tend to be subtle and involve force 
of will rather than essence. Flares are the most obvious abilities, though they do have subtle 
options, and are created by using essence to alter the Corona. 


Consult the chart above to determine the maximum number of Facets and Flares which can be 
maintained by a Firbara based on the Prominence rating. 


Corona 


Warm wind and dry heat, the Corona surrounds a Firbara at all times as a side effect of 
Prominence. In mortal terms the Corona similar to solar radiation, the excess energy radiating 
outwards from the reaction mass at the core of the Firbara’s soul. Normally, the Corona is 
intangible to human beings, visible only in the Twilight. For those beings who can see it, the 
Twilight Corona is a hazy distortion in the grayness of that empty realm and changes the hue of 
the gray around it with the color of the Firbara’s Gem. Only when essence is fed into it does the 
Corona surge up and become noticeable in the real world. This ability to conjure the Corona is 
the source of many of the Firbaras’ abilities, most specifically Flares. 


When manifested, the Corona occupies a set distance around the Firbara and fills that area with 
sudden extreme heat. This effect is harmful to both objects and living things. Objects are 
bleached as if exposed to a great deal of sunlight and their material composition weakens. 
Sometimes things can spontaneously catch light. For living beings the effect is similar to heat 
stroke and causes disorientation, possibly resulting in short term memory loss. To determine 
the results of Corona exposure, any round during which a Corona is effecting an object or a 
non-supernatural being a number of dice equal to the Prominence of the Firbara creating the 
Corona are rolled. If even a single success is rolled the subject is considered affected and 
damaged with a damage type determined by the above chart. This means that if the Corona 
lasts for multiple rounds subjects can be affected multiple times if they stay within its area of 
effect. If multiple Coronas overlap only roll once, using the highest Prominence out of the 


group. 


For objects, each success is considered a point of damage, just as if someone where attacking 


the object. Objects are protected by Durability and are unlikely to take much damage from 


lower level Coronas. However even if no damage is achieved as long as the item is affected by 
the Corona it will show signs of sun bleaching as a result. Damage to objects typically appears to 
be normal wear and tear, if checked by a casual observer with a few oddities. For example, 
objects often retain a great deal of heat for a short time after being affected by the Corona. If 
the object is destroyed by the Corona’s damage than it will combust regardless of its normal 
ignition temperature. 


With living being, each success is also damaging. There’s also the element of heat stroke for 
living creatures. If successes rolled exceed the creatures’ Stamina then it passes out due to heat 
exhaustion. If successes exceed the creature’s Resolve then it becomes delirious and fails to 


connect the majority of events in the current scene to reality, passing them off later asa 
strange daydream. 


Any being or object which contains any amount of supernatural energy (including ghouls, wolf- 
blooded, sleepwalkers, imbued items, fetishes, etc.) is immune to Corona damage. 
Supernatural places, such as Twilight, the Shadow, and the Hedge are affected as normal, if the 
Firbara is physically present. The Corona will not reach through portals or across Verges. 


Rebirth 


Though they are resilient and heal quickly, Firbara can be killed. When the body of a Firbara is 
struck down, from violence, illness, or any other cause their Prominence contracts within the 

physical shell of the body, appearing to have left it completely. When danger has passed, the 

Prominence resurges, burning away the outer layers of its container and reigniting the fire of 

life. 


This process is damaging to the Prominence. Each time it is forced to retreat it diminished itself 
slightly, limiting its total potential from that point forward. Mechanically, each time that a 
Firbara is resurrected from death their maximum Prominence is reduced by one. The critical 
point comes when the Prominence is forced to descend below six. At this point its spark is too 
dim to reignite life and the Prominence dies along with the body, moving on to wherever such 
things go after life is ended. 


Mandate Bonus 


Prominence is closely linked with the Mandate, Helios original reason for the creation of the 
Firbara. When a Firbara, even in the modern times when they are cut off from Helios direct 


blessings, who acts in a manner befitting the Mandate they are rewarded. Tiny sparks begin to 


collect within their inner fire and, eventually, this ignites their Prominence to the next level of 
heat. 


Mechanically, any time that a Firbara performs a selfless act in the assistance of mortal kind, 
they earn Mandate XP. This XP can only be spent to increase their Prominence. The same act 
can not earn XP more than once and the amount is determined by the Storyteller. Most 
bonuses will be a single point but as much as four can be earn for truly selfless actions. 


As a note, the Firbara only receives the XP if their action succeeds (effort is important, results 
are more important) and if they survive the event (Rebirth counts as surviving). 


New Morality 


Responsibility Sins 


0 


1 
9 
8 
7 


Wyldfyre (0) 


Speaking with another Firbara. 

Being out of direct sun or moon light. 

Using any ability for personal gain. 

Minor theft from a mortal. Helping a Firbara with a 
problem before helping a mortal with something of 
similar importance. 

Significant theft from a mortal or use of an ability to 
inflict significant damage to a mortal’s property or 
indirect injury. 

Harming a mortal directly using mortal means. 
Causing the Rebirth of another Firbara. 

Using a Flare or a Facet to harm a mortal directly. 
Preventing another Firbara from seeing the sun asa 
side effect of another action. Causing the Last Death 
of a Firbara. 

Killing a mortal with mortal means. Using a gold 
weapon against a Firbara or Epimethean. 

Killing a mortal with any of the Firbaras’ gifts. 

Mass murder. Intentionally keeping another Firbara 
from the sun. 

Actively sacrificing the life or a mortal or a Firbara 
for personal gain. 


What is Responsibility? 


Arrogance 
Modifier 
-2 Essence 
-1 Essence 
-1 Essence 
None 


None 


+1 Essence 


+1 Essence 


+2 Essence 
+3 Essence 


Special 


Degeneratio 


Roll 

Six Dice 
Five Dice 
Five Dice 
Four Dice 


Four Dice 


Three Dice 


Three Dice 


Two Dice 


Two Dice 
One Die 


Automatic 43) 


This scale measures a Firbara’s dedication to the Mandate created by Helios rather than the 


actual morality of the Firbara’s actions from a mortal standpoint. As such, the ethical concerns 


of an individual might seem out of line with their level of Responsibility. A Firbara with fairly 


low morality might be a good person morally but have largely abandoned their duty to 


safeguard human kind. 


Lossing Responsibility has the chance of causing Derangements, as with other morality scales. 


In the case of the Firbara these are less the result of direct moral struggles and more the 
conflict between the supernatural compulsons of the Mandate and the Firbara’s actual 


behavior. 


Arrogance 
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Coupled with the moral struggles which might come with a decline in Responsibility is an 
increase in the Firbara’s sense of self worth. It is this sense of self importance which claims 
many more than depression or self pity. When Arrogance begins to build it places a barrier 
between the Firbara and their spiritual side and makes it harder to channel energy into their 


Corona. This manifests as an increase to the essence cost of all Flares the Firbara attempts to 


use. 


There is an opposing state of being for Firbara with especially high Responsibility referred to as 
Humility, in which the essence costs is reduced. Sins 


Using a golden weapon against a Firbara or Epimethean is a grave sin because the only possible 
reason to use such a weapon is to kill. 


Phoenix Merits 
Pool GR er) 


Though it is in reality merely a specalized form of loci, Pool is the name Firbara give to their essence 
wellsprings. Unlike other entities who fuse flesh and spirit Firbara have no ability to alter the resonance 
of essence and can only make use of it when it is already tuned to them. As such, only loci aspected 
towards the sun are of practical use to them. Unfortunially for the Firbara such loci are very rare and 
only capable of forming at greater levels of power. 


Like a normal loci a Pool generates three points of essence per dot of its rank each day. Unlike other loci 
Pools can only form in concentrations of rank three or greater. This makes them exceptionally rare 
compared to other loci and more difficult to cultivate. Pools can generally only form in areas of high 
elevation exposed to near constant sunlight with little to no spirit activity. Most Pools used by modern 
Firbara are seeded using pooled essence from the Phoeniexes themselves or moved from another pool. 


Drawback: All loci attract freeloading spirits and a Pool is no different; such powerful loci attract spirits 
in great numbers. Competition for Pools is very great and rival Firbara or Epimetheans might take steps 
to steal control of one. Worst of all is that a Pool can attract lacchians. 


Nest (Special) 


A safe and comforting home is paramount for most Firbara, given the stressful lives they live. Properly 
safe locations as generally referred to as Nests. As a merit Nest is divided into three categories: Size, 
Security, and Amenities. 


A single Firbara may only possess 5 dots total in Nest but a group of Phoeniexes my “share” their ratings 


to maintain a more advanced Nest as a group. 
Gem Displacia (**) 


For the majority of Phoenixes the Gem is located just to the right of the heart, in the center of the chest. 
Some, however, form significantly out of place. Above the liver, below the stomach, or even amid the 
large intestine are all possible location for a Gem to form. This makes formation of Shards somewhat 
easier and there is no risk during removal of injuring the heart. 


Mechanically, this removes the extended action section of Shard formation (see page XX) but does not 
alter the costs. 


Drawback: Situations where a Phoenix places their hand over their Gem, common during many Roost 
rituals, can be socially ackward for these individuals. Farther there is a minor social stigma against those 
with Displacia and those known to be effected by the condition take a -1 penalty to social rolls with 
other Firbara. 


Flicker Retainer (*-*****) 


When a mortal is exposed to the Corona, Aversion is almost inevitable. Flickers are different, touched by 
something that makes them immune to the harmful side effects of the essence of a Firbara. Flickers 
tend to show themselves in mortal lines that descend from a phoenix and respond to Shard Eggs more 
readily than normal humans, making them ideal candidates for future Firbara. Shard artifacts still cause 
them the same problems as others however. 


Shard Artifact (*-*****) 


Objects can be fused with tiny fragments of a Firbara’s Gem called Shards. This process invests them 
with a measure of essence and such items are completely immune to the effects of the Corona. Any 
piece of equipment can be fitted with a Shard using minimal effort but once fitted it cannot be removed 
and will be destroyed if such is attempted. 


A Sliver, the smallest piece of a Gem, confers the protection of a Shard and nothing else. Such items are 
a single merit dot. A proper Shard carries a measure of the Firbara from whom it came. In addition to 
protecting the item it allows the bearer to use a single Flare imparted at the time the Shard is made at 
normal cost. Essence cost reductions or increases apply as normal. So if an item contains a Roost Flare 
the cost is 3 Essence unless the bearer possesses an appropriate tattoo. The merit cost of the Shard is 
equal to the rank of the Flare it controls plus one. So an item with a rank two Flare locked within it 
would be a three dot merit. 


Diamonds 
“The best choice is the one you’ve already made.” 


For most Diamonds careful thinking is a job for other people. Filled with the most rapidly circling of all 
energy forms, Diamonds benefit from a near bottomless wellspring of energy and a resilience befitting 
their name. When action is needed they rise to the front of the pack ready to lead the charge in nearly 
any endeavor. Enforcing their sporadic nature is the simple fact that Diamond very often succeed at 
what they set out to do, either through ability, stubbornness, or luck. 


Balancing this enthusiastic approach to life is a somewhat reckless attitude when it comes to the effects 
of their actions. Seldom will a Diamond, of their own free will, wait to ponder the secondary results of 
whatever it is there are about to do. Compounding their tendency to cause unwanted problems in their 
resolution of the first one is a lack of ability to accept negative attention for what they’ve done. 


Diamonds favor Power attributes, Strength, Presence, and Intelligence. The simple logic is that since 
they plan to hit fast the harder they hit the less chance of being struck back. 


Blessing: Quick Witted 


During the first action of any exchange between at least two parties in which the Diamond is involved, 
she receives a +2 bonus to her die pool. This bonus refreshes as soon as the current conflict is complete, 
not when the scene ends. Additionally, she adds per Prominence to her Initiative. 


Flaw: Self-Righteousness 


Diamonds are afflicted with an inability to accept their own mistakes or to humbly back down in the face 
of a challenge. When considering negative effects based off of Arrogance, count current Responsibility 
as one lower than it is. 


Sapphires 
“1can see the way. Follow me.” 


Piercing light that shines through flesh and stone is the symbol of the Sapphires, the Priests of the 
Firbara. Steadfast and tough like their Diamond allies; Sapphires have the benefits of seeing beyond the 
immediate world around them enough to consider the possibility that they might be incorrect. This does 
not diminish the incredible strength of their inner spirit. In fact, it seems to enhance it. The light above 
them fades into clear, invisible heat and the light below is dimmed due to reduced energy, making the 
intense blue glow of a Sapphire the grandest of all Firbara. 


Although they can certain be as self-focused as anyone, most Blues think beyond themselves, inspiring 
the people around them with their presence and focused energy. Encouraging word, helping hand, or 
just a comforting companion, a Sapphire makes anyone feel better about them, if only just a little. 
However, there is such a thing as too much of a good thing. The heat and shine quickly becomes 
overwhelming, especially when fueled to great heights by essence. Sapphires must be careful that they 
do not over focus on a specific place or person and in so doing cause them harm. 


Blessing: First Among Equals 


Once per scene, a Sapphire may add three dice to any non-magical Presence based die pool as if she had 
spent a point of Willpower. Additionally, when dealing with another Firbara of equal or lower Status a 
Sapphire gains a bonus die to her pool in addition to any gained due to Status. 


Flaw: Painfully Bright 


The blue light of a Sapphire’s Corona is greater than that of any other Firbara, which unfortunately 


means it causes that much more harm. When forming a dice pool for Corona damage resulting for the 
use of a Flare add % Prominence, rounded up, to the dice pool. 


Amethysts 
“We will come to a compromise.” 


Tempered with the cold of reality and colored by the radiance of those above, Amethyst walk a middle 
ground between the energy of higher gems and the subtly of the lower. Unlike those higher than 
themselves the energy that they carry is contained almost entirely within them but no so inwardly 
turned as those lower. The purple energy of this Gem literally flows through and along their very skin. 


Due to the position they occupy on the Firbara energy spread Amethysts are often diplomats or go 
betweens of one sort or another within the community. When contact with the strange things that fill 
the world is required by a Habitat it is most often an Amethyst that is called on to make the first move. 


In keeping with their position as intermediaries most Amethysts favor Social attributes. Some, however, 
find their natural defense against supernatural effects gives them an edge in combat and choose to 
focus on Physical attributes and abilities. 


Blessing: Skin of Light 


Infused with the energy of a star Amethysts can, once per scene, gain three dice on a roll to resist a 
supernatural effect or add two to an appropriate Resistance value when reducing an enemy die pool. 
This is effect emulates the effect of spending a point of Willpower but does not count as a Willpower 
expenditure. 


Flaw: Touched by the Sun 


The same energy that allows Amethysts to turn aside the powers of their enemies carries Aversion. Any 


direct physical contact between an Amethyst and a mortal triggers an Aversion roll as if the Firbara had 
created a Corona. This effect only comes into play if skin to skin contact is made. This effect can only 
inflicted once per scene on an individual mortal. If the mortal is not affected by the first contact any 
subsequent contact does not trigger a new Aversion roll. 


Rubies 
‘Wait... | don’t hear crickets anymore. Run.” 


Generally considered paranoid, even by other Firbara, for whom life is a consistent struggle, Rubies have 
the dubious benefit of being the most aware of all Gems. When a Ruby is jumping at shadows or has a 
gut feeling about something, they are more than likely completely correct in their fears. 


Firbara scholars theorize that the reason Rubies have this finely tuned ability to sense incoming 
problems is due to the extreme imperfections inherent to their Gems. More so than any other the Gem 
of a Ruby is flawed and uneven, causing them consistent problems with keeping energy flow in their 
bodies regular. For most this is considered a fair trade but some Rubies are more sensitive than others. 
Some even grow so in tune to the world around them that they can suffer nervous breakdowns because 
of their lack of ability to unfocused themselves. 


Rubies tend to favor Finesse attributes, Wits in particular, and seldom have any beyond average abilities 
socially. Though social behavior doesn’t come naturally many train themselves in understanding others 
or picking out inconsistencies, developing high levels of Empathy and/or Subterfuge. 


Blessing: Sixth Sense 


Caution and awareness become supernaturally imbued into the nature of all Rubies. They possess a 
special form of the Unseen Sense merit. This sense is triggers whenever any supernatural effect which 
might affect the Ruby is active in an area. She is thus always forewarned before being affected by any 
supernatural power (though this Sense does not carry any special resistances). Additionally, Rubies gain 


the benefits of the Danger Sense merit at no cost. If they already possess the merit they gain an 
additional +2. 


Flaw: Soul Grit 


Imperfections result in essence collection problems once per day (dawn, noon, or dusk), chosen at 
creation, the character does not gain a point of essence. Note: this does not affect gains from Pools, 
Facets, Flares, or a full moon. 


Obsidians 
“You’re lying. | can feel it in my stone.” 


Tempered down until the imperfections of common grit have been burned away, Obsidian is the far end 
of most Firbara’s eventual journey. Slow, steady energy courses through their flesh, manifesting a 
smooth glassy gem that’s more rock than crystal. To the Obsidian, all other Gems seem over eager and 
lacking in focus. From their point of view, any action that isn’t backed by at least a few hours of thought 
and internal debate is a rash on. Luckily they don’t look down on rash actions since, you know, they do 
want to actually see things get done once in a while, but the reputation as the Gem who never does 
anything persists. 


This perceived resistance to change is backed up by cold reality sometimes. Obsidians have problems 
with things like their body altering too fast. Facets are extremely painful for them and they don’t heal 
nearly as quickly as other Firbara, though they certainly leave humans in the dust. As such, Obsidians 
experience pain for longer than others, which adds to their different world view. Some adjust to it and 
learn to accept the pain as part of their purpose while others resist it can become bitter. Though not 
often true leaders, Obsidians make exceptional advisors because of their ability to take a long view and 
to find flaws in plans. 


Blessing: Tempered Soul 


When resisting being pushed into a rash action, magically or conventionally, Obsidians adds two to his 
Resolve or Composure score. This bonus can be applies a number of times in one day equal to the 
Firbara’s Willpower. Additionally, Obsidians may spend a point of Willpower to suppress a Derangement 
for 24 hours instead of a single scene. 


Flaw: Brittle Heart 


The glassy Gem of Obsidians does not endure alterations well. Facets cost an additional point of XP and 


regeneration times are twice as long (2 minutes per point of bashing and 2 hours per point of lethal). 


ir presentation. When having a Roost 


Roosts should be different than any other WoD organization in the 
described, one should not be able to instantly draw near identical parallels to other groups. To facilitate 
this, Roosts must be formed around a concept that is unique to Firbara: the Mandate (to safeguard 


humankind). How a Roost interprets Helios command is a major part of what makes it unique. 


Protect Humans Physically (Roost Corvid; the Crows) 


Humans need to be defended from real threats, the kinds of things that rend their flesh and break their 
bones. Since the Roosts’ founding times this has meant fighting back predatory animals or saving people 
from their environment but most often protecting humans from one another. 


The Mandate 


Roost Corvid believes that the Mandate applies directly to the physical well being of humans. For people 
to strive forward and to seize the bright dawn they must be able to focus entirely in their goals and not 
on their own survival. Crows seldom hold fundraisers to benefit the disadvantaged in distance places but 
they are exactly the kind of people who volunteer their time within the community. If you want 
someone to “just do something” then look no farther than Roost Corvid. 


Members of the Roost are required to be physical capable but are not compelled to be actual warriors. 

They also look at the world in a direct fashion and undergo special training to help them observe details 
at a glance. When a Crow sees a direct problem for a mortal they are compelled to fix it. Muggings, bar 

brawls, people carrying a heavy load, the homeless, these are all direct physical problems to a Crow and 
he will feel great supernatural pressure to act against them. Rare is a Crow that pauses to consider why 
the problem exists. 


Initiation 


From the moment a Phoenix joins the Roost as a prospective member they are required to begin a 
quasi-monastic lifestyle, developing a series of taboos and personal rituals into a routine designed to 
keep them fit, active, and alert at all times. Typical taboos might include oddities like “speak to no one 
with green eyes” or “never share a meal with a divorced person”. The purpose of the taboos is to force 
the prospect to be observant at all times. Rituals are less complex affairs designed to include physical 
ability such as “do 100 sit ups after lunch” and “step backward 1 stair for every 3 steps you climb”. 


Typically a prospect will be assigned a “murder” of between three and six full members who will take 


shifts staying with the potential, either physical or close by and observing. These individuals help to 
enforce the strict conditions placed on the potential. 


After this initial period of reformation if the Phoenix is judged to have satisfying the spirit of the trial 
then they are recognized as a full member and given their Roost Tattoo. The length of the trial can be 
months but generally is only a week. The length of the trial is generally proportional to the number of 
Phoenixes in the area. If the local Roost is low on membership then the trial is likely going to be a short 
one. But if membership is up then things tend to stretch out, allowing the Roost to pick the most 
steadfast among the potentials. In a similar vein, the individuals who make up the murder can change a 
great deal with how strict enforcement is varying between members and murders. 


Members 


Although considered barbarians by some of the other Roosts for their declared focus on physicality, 
especially in regards to combat, Crows are generally social and technical progressives, always looking for 


the next big thing that will remove another physical labor or concern from the weighted shoulders of 
mankind. Roost Corvid members can seem a strange sort of person, spending hours engaged in martial 
combat training with sporadic breaks to cruise the internet on their tablet PCs looking for any new 
technological announcemen ts. 


Flares 


Roost Corvid devised the Ash-Maker Flares, which contain some of the most directly damaging and 
dangerous abilities known to the Firbara. Members have affinity with the Common Flares of Aegis or 
Flame. 


Tattoos 


Concepts: Modern knight errant; High pressure nutritionist; Free-clinic doctor with 16’ biceps; Kindly 
woodsman 


Protect Humans Socially (Roost Passeri; the Chickadees) 


Unity is a source of strength. The binding ties of culture, of art, language, and commonality hold people together 
during times of external strife. Enforcing these bonds guards humanity against the loss of their social identity 
and keeps who and what they have become from fading into an unknown past. 


The Mandate 


The societies that humans create form the bones within the skeleton of the entire race. As Roost Passeri sees 
things that means that in order to preserve humanity the social order must be maintained. This places 
considerable strain on certain other elements of the human condition since all societies involve certain 
limitations, restrictions, and (frankly) casualties. Passeri admits that it isn’t perfect but holds the patch work 
completions of interhuman relations up as better than true anarchy. 


Initiation 


Before being brought into the fold of Roost Passeri, a phoenix must be able to show their understanding of 
human society. Since all phoenixes used to be human this isn’t must of an adjustment at the beginning but it 
quickly get uncomfortable or dangerous when the potential is shown just how far they have to go in order to 
impress the Roost. 


Initially a simple understanding of local society is required. Once the phoenix has localized (often a quick 
process), they must alter the lives around them within the norms of the society they have been placed in. This 
can involve some amount of trial and error with different establishments of the Roost judging more or less 
harshly depending on circumstance. Only after the potential is able to successfully manipulate a number of 
mortals into unusual actions by using social rules are they brought to the Roost leadership for judgment. At 
judgment the potential is shown the effects of their actions over the long term and critiqued. 


After the judgment of their assignment the potential is either released and denied membership or accepted into 


the Roost and given the tattoo. Judgments are a big event within the Roost and are always focused on the 
individual potential. It would be extremely unusual for the Roost to have a group of potentials judged 
simultaneously. 


Members 


Spotting out most of Roost Passeri members in a crowd is difficult due to their very nature as adaptive social 
butterflies. There are exceptions, of course, some quite notable. Social outcasts are still part of a society in the 
broad sense and some Chickadees become involved in this side shadow of civilization. A few members also 
become extremely versed in instances of archetypes that echo across different societies, sacrificing versatility 
for specialty. 


Flares 


Tattoos 


Protect Humans Mentally (Roost Strigo; the Parrots) 


It has become plainly clear that the human body changes and their culture changes faster. Lasting protection can 
be applied only to the unique mind of humanity, which separates it totally and completely from other creatures. 


The Mandate 


Humans are separated from other creatures by few qualities. Individuals are quickly to point to thumbs, upright 
stance, tool use, language, and other supposedly human only traits when in reality many of these qualities are 
possessed by other creatures the world over. However, only in humans are they combined together, mental 
adaptations gathered from across the animal kingdom united within the confines of a single intellect. 


Roost Strigo believes whole heartily that it is this mental combination that makes humans the masters of this 
world, regardless of their physical qualities, and that the Mandate applies directly to the mortal mental state. 
This makes Strigo possibly the most fractured of Roosts due to the vast diversity of opinion available on the state 
of the human mind in the modern era. Many classically minded members greatly bemoan this century as a 
decline in the quality of the human mind while others point out the accelerated pace of progress. 


Initiation 


Unsurprisingly, potentials for Roost Strigo must prove their own mental capabilities before being allowed to 
ponder the minds of others. Testing beings with a member asking a set of standard questions of any potential 
when they are first starting out. These are direct questions with factual answers and each gathering place 
prepares their own set so the questions in New York City are not the same ones as in Seattle. If the potential 
answers correctly then they enter their apprenticeship. 


As an apprentice the phoenix will be surprised, often, with ‘pop quizzes’ of increasing difficult or even impossible 


questions. Trick questions are considered fair game as is intentionally confusing language but outright lying is 
frowned upon. In addition to any duties assigned by the Roosts’ leadership apprentices are instructed to 
consider paradoxes and ponder on major current events issues. The final stage of testing, once the apprentice 
has become comfortable with their situation, is to begin the answerless questions. These are puzzles in which 
there are wrong solutions but no inherently right ones. In addition to an answer the potential must provide 
reasoning, often in great detail, and must defend their reasoning against other opinions. 


In the end, only Roost leadership decides when a potential is ready to be accepted. There is no universal final 
test, only a point at which the apprentice seizes to feel like a student and feels like a peer. When that time 
comes the potential is offered, often with little preamble, their tattoo. If they accept then a gathering is held, 
generally in conjunction with the next major event for the Roost, and the apprentice is formally presented as a 
new equal in the Roost. 


As with other Roosts, more so some might say, Strigo understands the need for individuals who imperfectly fit 
their paradigms. Individuals of value to the Roost find their questions to be easier and their quizzes less 
frequent. This results in a noticeable number of Strigos who don’t measure up to the intellectual standards of 
the majority but possess other talents possibly out of place in the Roost. 


Through long trial and error, Roost Strigo was responsible for the creation of the Flares of Inquiry, which can be 


used to gain information. They draw sympathy with the Common Flares of Aegis and Resurrection 


Tattoos 


Protect Humans as individuals (Roost Sylvia; the Weavers) 


Some people are more important than others. This is a cruel truth which some Firbara are willing to accept. 


People close to you are not always the most vital to the rest of the world and for the greater good of humankind 


sacrifices must often be made. 
The Mandate 


Deeds are not performed by humans as a species, they are performed by individuals. Continued existence of 
humanity as an innovative and constructive whole is reliant on key individuals who have ideas, motivations, and 
abilities not possessed by their so called peers. According to Roost Sylvia the defense of these individuals takes 
precedence over anyone else’s well being. Locating special people as early as possible is key to ensuring they 
develop fully and the Roost has spent years creating methods to observe and predict humanity. 


Whenever possible the Weavers will take part in programs for the gifted, head start education initiatives, and 
other projects that bring them close to exceptional humans. Once in such a position some time spent reading 
possible destinies tends to weed through those who are simply skill or will excel and reveals the ones who might 
make large scale changes. Due to the nature of destiny perception, however, the exact nature of these changes 
will be unknown until soon before they actually occur. In the past, Roost Sylvia has been responsible for the 
upbringing of very dangerous individuals, people with big ideas and the will to implement them. The Weavers 
consider these few to be unfortunate, but generally explain that, in the end, it is humans doing it to them, not 
the Firbara altering their world for them. 


Initiation 


Weavers do not believe in wasted time. The initiation for any potential is to do the job they would be expected 
to do as a full member: indentify a special human and make sure they stay safe to develop fully. Scouting takes 
up most of this time as the potential struggles to prove their worth by finding a special human as quickly as they 
can. The central goal is to teach the potential that they will need to be patient, observant, and focused but 
exceptions are often made if the population is low within the Roost, allowing the potential “get away” with a 
less important individual or after a shorter period of time than usual. 


Once someone has been identified the potential must create a plan by which that human can become great. 
This plan is presented to Roost leadership and considered. If it is acceptable then the potential is called into a 
private meeting with leadership and offered a formal position within the Roost. If they accept then they are 
given the Roost tattoo and assigned to a position fitting the abilities they have demonstrated. 


Members 


Weavers tend to stand out from the crowd. They tend to enjoy attention and it makes their jobs easier if people 
come to them. 


Flares 


Tattoos 


Protect Humans as a species (Roost Larus; the Gulls) 


Though many might die, the colony must survive. Humans themselves have repeatedly observed that their kind 
turning against each other is as certain as the tide changing. You have to be willing to accept that some parts 
have to be destroyed for the identity of the whole to continue. 


The Mandate 


Humankind must endure. Think big, think long term, and think outside the box are watch phrases for Roost 
Larus. As they see it humanity has had a pretty sweet ride for the last few thousand years. Individuals have died 
sometimes horribly so and sometimes large groups of individuals have died, but the species as a whole has 
thrived. And it can’t last like this. With humans pushing borders, altering their environment, and in general being 


by far the most successful species on the planet something has to give. Roost Larus intends to see what “gives” 


isn’t humans. 
Initiation 


Before any phoenix can be considered for the ranks of the Gulls they must prove to a tattooed Gull they should 
even be considered. This most often takes the form of a personal challenge regarding sacrifice on the small scale 
and with some sort of easy justification. A Firbara might be told they must ensure that one tenant out of an 
apartment building is evicted because it will improve the lot of several people in the building. This person would 
be a drug dealer, criminal, or other social problem that acts against the common interests of the building. If the 
potential succeeds then they are brought to leadership for farther consideration. 


Second phase evaluation focuses on greater sacrifice without significant justification. Perhaps a small business is 
floundering but could be saved if one of the employees quit. A prospect will be given such a task and observed. 
In order to pass the test the phoenix will need to show forethought, wit, and emotional distance. Success or 
failure of the job is secondary to seeing the right qualities within the recruit. For Roost Larus it is easier to teach 
someone to the skills to work with humans then it is to teach someone how to think ahead or huge people 
emotionally without breaking down. 


In the end, if the prospect has what it takes, the Roost will finalize their membership with the tattoo. There is a 
minor ceremony, usually with the prospect, the original member they impressed, and the leadership placing the 
tattoo but not a major Roost event, there are important things to be done after all. 


Members 
Flares 


It should surprise no one that it was the Gulls who created the Flares of Unity. Likewise they understand the 
need to flock together and remove dead weight and draw sympathy with the Common Flares of Flame and 
Avian. 


Tattoos 


Abilities 


Common Flare: Flame 
Firbara are born from fire and in many ways are themselves a force of pure fire. In keeping with laws of 
harmony between the elements all Phonexices can learn to manipulate the mundane fire of humans. 


Dawn Flare of Inferno 


Not every story of a phoenix is benevolent. There are some myths that they destroyed entire forests, 
burn villages, and crops. Sadly, this too is not completely fabricated. Should they desire to do so a 
Firbara can turn a torch into an inferno. 


Dice Pool: Presence + Survival + Prominence — (The existing size + intensity of the fire) 
Cost: 1 Essence 

Action: Instant 

Duration: Lasting 


This Flare causes the intensity and size of a fire to increase spontaneously. For each success the Firbara 
can advance the size or intensity of a fire by one stage. The total by which either rating can be elevated 
is limited by the Firbara’s Prominence. For example, a Prominence 2 Firbara could increase both the 
size and the intensity by two each, but only if she rolled four successes or more. 


Dawn Flare of Steam 


The bane of fire is often considered to be water. In truth fire and water are closer than one might 
think. Their balance is a clever dance. For a Firbara who understands this dance, the simple presence of 
water can be made quite dangerous. 


Dice Pool: Wits + Science + Prominence 
Cost: 1 Essence 

Action: Instant 

Duration: Lasting 


Activating this Flare instantly converts an amount of water into steam. Up to 2 Size worth of water may 
be instantly converted per success rolled on the activation roll. Extra successes increase the heat of the 
steam, dealing bashing damage to anyone or anything which might be burned by the stream within a 
range equal to yards multiplied by the Size in water converted. With sufficiently moist air, a Firbara can 
condense moisture and produce 1 Size in water per 2 successes on the activation roll, either storing the 
water in a nearby open container or causing it to drop to the ground as a sudden, tiny rain shower. 


Once stream or water has been created it can be directed. When controlling steam, the Firbara can 
manipulate it as a swarm with a radius equal to activation successes. When controlling water, the 
Firbara can direct a volume of Size equal to her Prominence with an effective strength (for purposes of 
surface tension or ability to push) of activation successes. 


Dusk Flare of Cold Flame 


A phoenix is supposed to be able to walk unharmed through a blaze of fire. For the Firbara fire has a 
kinship but it is not their friend. Perhaps in the oldest days before they had true flesh it was of no 
concern but in modern times, fire can be as much as danger to them as to anyone. That is why many 
Firbara make use of this Flare. 


Dice Pool: Resolve + Survival + Prominence 
Cost: 1 Essence 
Action: Instant 


Duration: One Scene 


This Flare lessens the impact of fire on the Firbara. While it is active the intensity of any nearby fire is 
considered 1 lower per success on the activation roll. An Exceptional Success confers effective 
immunity to environmental fire. Each success also confers 1 point of armor against attacks using fire- 
based weaponry, to a maximum of 5 (this protection stacks with any granted from Flares of Aegis). 


Dusk Flare of Smoke 


There is seldom fire without smoke. With a simple alteration to the normally clean burn of the Corona, 
a Firbara can “dirty up” their flames, causing a sudden and extremely thick mass of smoke to form. 


Dice Pool: Wits + Craft + Prominence 
Action: Instant 

Cost: 1 Essence 

Duration: Special 


When this Flare activates there is the normal brilliance of the Corona but it lasts for only an instant 
before the radius it normally occupies becomes filled with gray wispy smoke. The smoke begins at the 
Firbara and grows to fill the same volume of space as the Corona. If the space provided is smaller than 
that then the smoke with grow thicker. If this is used inside of a windowless room or in very still air the 
smoke does not dissipate well and lasts for the remainder of the scene. If there are open windows or a 
gentle breeze than the smoke lasts a number of rounds equal to the activation successes plus the 
Prominence of the user. If this is used in active wind than it lasts only a number of turns equal to the 
user’s Prominence. 


The smoke blocks vision, forcing a penalty to perception tests equal to the activation successes. This 
also applies to thermal vision as the smoke is heated from the Corona. The Firbara is not immune to 
the effects of her own smoke so memorizing the path to the door before using this Flare is advisable. 
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le Facet of the Salamander 
(2 Those Firbara so inclined to study the ways of other creatures (real or imagined) often find that with a 
few adjustments, a Facet can be fashioned to the Gem that will emulate them. This Facet brings a 


>| 


le Firbara closer to the fire by internalizing the concept. 
1%] Dice Pool: None 


: Cost: None, 1 Willpower 


This Facet alters how a Firbara interacts with natural fire. In all circumstances natural fire does bashing 
le damage instead of lethal to any who hold this Facet. Only magical fire such as hellfire or faerie-fire 
(2 bypasses this defense and that can be converted to bashing by reflexively spending willpower. Even if 
=) the magical attack would normally deal aggravated damage, spending willpower converts it to bashing. 
la This is only effective against attacks compared all or primarily of fire. 
la 
=| 


a 


-) Through understanding of fire and alteration on one’s Gem, it is possible to replicate the billowing 


(2 columns of smoke a giant blaze creates. 
3 Dice Pool: None 


tz 


) Cost: 1 Willpower 


le Duration: One Scene 


lz 


A) By spending a point of willpower the Firbara can change into smoke. They cannot affect the world 
MY) around them and cannot be harmed in return though they can be affected by winds or other 


Facet of the Efreet 


R 


-) movements of air. As smoke the Firbara can easily gain access to any location which is not air tight. She 


tz 


174) may freely alter her shape (replicating complex shapes call for a Dexterity + Expression roll) but her 
=| total volume cannot be altered, which can lead to some curious situations. If, for any reason, the mass 
n) of smoke would be forced to separate into two or more parts this Facet ends automatically to prevent 


>| 


174) the Firbara from losing body parts. The Firbara reforms, whole, in the nearest available space when the 


ia effect ends. 
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Common Flare: Avian 
The mythical vision of the Phoenix as a bird is not without reason. 


Dawn- Flare of Grand Wings 


Some legends claim that young phoenixes flew their nests to the City of the Dead when they matured, 
traveling hundreds of miles to do so. Why people believed that the Firbara where carrying nests none 
can say but glorious flights covering miles are certainly within their power. By activating this Flare the 
Firbara fuels her Corona, burning it hotter than usual and twisting it into a new shape. Behind her she 
extends a massive tail of flame for propellant and to either side arcs of fire to stabilize. The shape is 
rather distinctive and could easily be mistaken for a bird, if seen from a distance. 


Dice Pool: None 
Action: Instant 

Cost: 1 Essence 
Duration: One Scene 


For the duration of the scene the Firbara can fly with a speed rating for (Dexterity + 20) x Prominence. 
This flight is self propelled requiring no support or assistance from an outside source. Maneuvering is 
difficult in anything but open skies, requiring Dexterity + Athletics rolls to take any actions requiring 
quick moves. A “quick move” includes virtually everything apart from gentle banks. Penalties are 
applied by the Storyteller depending on the difficulty of a manuver. Direct contact with the active 
Corona can be harmful; anything touched by the wings or tail is affected by the Corona as per normal 
rules. Any failed maneuvering tests are likely to cause Corona contact with the surroundings. 


This Flare can be used as a method of travel though it seldom is in modern day. While the flames which 
make up the Flare are bright, from sufficient distance and removed from objects to give perspective 
they appear quite similar to a flying bird. At night they are close to airplane running lights. This Flare’s 
effects can be extended into a new scene with the expenditure of another point of essence. 


If, by some happenstance, the Firbara crashes while this Flare is active the effects are devastating. The 
Firbara immediately loses a number of points of essence equal to 5 plus her Prominence minus her 
Stamina. The next turn her Corona flares out of control, unleashing fire in all directions out to twice her 
normal Corona radius and inflicting a number of points of lethal damage to everything in the blast 
equal to the essence lost. The Firbara herself is insulated from the impact by the blast and escapes 
unharmed. Accidental crashers will almost certainly require Responsibility rolls due to the destruction, 
especially in an urban environment. Using this Flare as an offensive weapon is a Sin against 
Responsibility 1. Only the truly depraved would do so intentionally. 


Dawn- Flare of Sheltering Wings 


The brilliant feathers of the Phoenix, regardless of their color, are a tool of protection and safe keeping. 
One who possessed such a feather was guarded against harm. By activating this Flare, the Firbara 
surrounds herself with an aura of comfort and strength which counter acts any forces pulling her 
down. While it is active she is covered by licks of brilliant flame in the color of her Gem. This fiery aura 
shifts slowly along the body creating a visual illusion which is very similar in appearance to feathers. 


Dice Pool: Wits + Survival + Prominence 
Action: Instant 
Cost: 1 Essence (1 Willpower) 


Duration: One Turn per Success (One Scene) 


The Firbara ignores a value of direct penalties equal to the successes rolled to activate this Flare such 
as environmental or wound penalties. Things which do not relate directly to the Firbara cannot be 
ignored. So while she might be able to remove penalties cause by pain, extreme cold, fatigue, and even 
depression there is nothing to be done about the floor being slippery or the fog being too thick to see 
through. Final decisions as to what may and may not be ignored fall to the Storyteller. 


If a point of Willpower is spent before the activation roll than the effects last for the entire scene. This 
does not add any additional dice to the pool for activation. 


Dusk- Flare of Quiet Wings 


There are times when bursts of brilliant fire and roaring flame serve the Firbara well. There are others 
when a quiet smolder, unlikely to be noticed, is also called for. When active, this Flare folds the Corona 
inwards until it becomes thick enough to support the Firbara’s weight. She may then, with careful 
attention, move about her surroundings in three dimensions. 


Dice Pool: Wits + Stealth + Prominence 
Action: Instant 

Cost: 1 Essence 

Duration: One Scene 


Once this Flare is active the Firbara is able to lift off of the ground and move through the air at her 
normal movement speed (she may not “run” using this Flare) in place of her normal movement. When 
off of the ground, be it a foot or thirty feet, she appears to be blustered by an upward draft of warm air 
strong enough to rustle clothing but not so powerful as to blow items from one’s grasp or cause 
clothing to whip uncomfortably. 


Fine control is difficult at full speed and tasks such as moving through a small window or maneuvering 
between objects requires the Firbara to lower her effective speed to her Dexterity rating or roll 
Dexterity + Athletics. The Firbara is supported by magical winds but this does not mean she can travel 
entirely freely. She is unable to rise farther than her Corona radius off of the ground and she must have 
either solid ground or a substance capable of sustaining her diffused weight. This requires a wide 
surface such as open water, thick branches, or a rooftop. Items able to support her weight but not her 
diffused weight such as narrow beams, the top of a flag pole, or a tight rope cannot be used. However, 
she may “jump” her normal movement speed in distance as long as she begins and ends on acceptable 
surfaces. So a Firbara with a speed of 11 can fly across rooftops without issue as long as there are no 
gaps which a speed of 11 could not cross in a single move. 


Dusk- Flare of the Craw 


An odd Flare, as they go, but a significant one just the same. While it shares the name of a bird’s craw 
its function is essentially the opposite. This Flare wraps the Corona firmly about an object and carries it 
into the Twilight when it recedes. 


Dice Pool: Wits + Larceny + Prominence - 1 per point of Size over 2 (maximum size allowed 10) 
Cost: 1 Essence 

Action: Instant 

Duration: Special 


A Firbara first Flares their Corona, then carefully and quickly wraps it around an object. When the 
Corona fades back into Twilight it carries the item with it, hiding it from any normal method of search. 
Since the item is literally not upon the Firbara’s person any effects to find it automatically fail. 
Attempts to spot the item in the Twilight must exceed the activation successes of this Flare. 


The item stays in Twilight until such time as the Firbara’s Corona flares, either as a result of using 
another Flare, Facet, or other expenditure of essence at which point the item returns to the Firbara’s 
hands. If the Firbara is unable to hold the item when it reappears then it drops to the ground. If the 
item is too large to hold at all then it reappears in the nearest space capable of containing it. 


Facet of the Phoenix 


The Phoenix is a bird of legend, the name which mortal tongues crafted due to their lack of facility to 
know the proper name of Firbara. To embrace this Facet is to become the legend which mortals 
believe and bring a fragment of it within. This Facet is actually quite rare among the Firbara, though all 
have a natural ability to carve it, because legend says that the original Flaw was the creation of this 
very Facet. This alteration grants the Phoenix the ability to consume fragrant materials and convert 
them into essence. 


Dice Pool: None 
Cost: None or 1 Willpower 


By consuming odoriferous herbs, spices, or fragrance the Firbara regains essence. If this is added to a 
normal meal and eaten then there is no cost and a single point of essence is gained at the conclusion of 
the meal. A Firbara may do this up to three times a day, once for each meal. This function does nothing 
to prevent toxic reactions if the Firbara is foolish enough to add poisonous or harmful materials to her 
food. 


Alternatively, the Firbara was choose to spent a point of Willpower to use her flame to incinerate a 
larger quantity of material. The amount of essence regained is determined by the quantity and quality 
of the materials. Herbs have a low yield equal to either one point per Resource Dot required to 
purchase the herb (regardless of whether or not it was purchased) or the Size of the pile consumed, 
whichever is greater. Spices use the same formula but return two essence points as a base amount. 
Exotic fragrances such as gums and resins from flowers or trees, return the greatest amount of essence 
at four points per Resource Dot (they cannot be burned for Size). 


When the material is ignited it burns swiftly and to ashes, creating a rolling cloud of thin smoke. The 
Firbara inhales this smoke to gain the essence released. Because the smoke is produced using the 
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la Firbara's own flame she (and anyone else who inhales the smoke) is unaffected by any toxic effects 
(2 normally gained by burning the materials. Regardless of how much essence is produced a Phoenix may 
4 only hold up to their natural maximum and the smoke cannot be saved for later. Snoke may also only 


(2 be inhaled once per day. However, other Firbara may inhale from the cloud and do not need to have 
3 the Facet of the Phoenix to gain essence from it. 


lg 
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le Facet of the Egg 
(2 In legend, a phoenix gives everything, including its life, to its offspring. A hatchling is born in 
remarkable time due to the dedication and sacrifice of the phoenix itself. This tale is not without a 


>| 


a basis in reality but the extremity of the sacrifice has been exaggerated significantly. 
Y Dice Pool: None 


R 
(2 Cost: 1 Willpower 


The attention and presence of the Firbara grants a relaxed feeling, a sensation that things will be okay. 

la While this alone does nothing mechanically by spending a point of Willpower the feeling can be 

(2 intensified from simple comfort to a soothing energy that makes stress fade away. This state grants a 
=) bonus equal to the Firbara’s Prominence to all Extended action rolls in the area (area being the physical 

(2 location in which the task occurs) provided that the Firbara stays present for the entire process. 

=| Additionally the time required for each roll in the Extended action is divided by the Firbara’s 

le Prominence. So if the Firbara has a Prominence of 2 all tasks take half as long (divided by two). So an 

(2 action requiring one hour for each roll would instead require thirty minutes for each roll. If the Firbara 

had a Prominence of 5 it would require only twelve minutes per roll. This ability lasts for the duration 
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YM of the Extended task and ends when the task ends or is placed on hold, regardless of its success or 
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-) failure. 
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Common Flare: Aegis 
Though Helios blessings are largely withdrawn from the Firbara their purpose remains the same: to 
safeguard the world. 


Dawn Flare of the Golden Shield 


Gold is the bane of the Firbara since Helios withdraw his blessing from them but many of them still 
wield it proudly as a symbol of their kind. Even the most dedicated of Firbara knows that gold does not 
make good armor or good weaponry, but the color and its legacy serve well. 


Dice Pool: Strength + Craft + Prominence 
Cost: 1 Essence 

Action: Instant 

Duration: One Scene 


This Flare forges a literal shield of gold in the air before the Firbara, covered in flames of the color 
befitting their Gem. The form of this shield is different for each individual, some are simple and 
complex, but all are powerful protection. The shield will automatically impose itself between the 
Firbara and any source of damage leaving her hands totally free and not encumbering her in any way. 
This provides the Firbara with partical cover, regardless of the direction of the attack and does not 
impose the normal penalty for returning fire from cover. If the Firbara chooses to drop to half speed by 
crouching then she beneifts from total cover. This specifically includes melee attacks as the shield 
always interposses itself. 


For purposes of attacking through or destroy the shield it has a Durability equal to the user’s 
Prominence and a Structure equal to the activation successes (these also sheer away as damage is 
blocked). The shield will only defend the Firbara; it will not defend others nearby. It will always move 
with its owner, floating through the air as if held up by invisible strings. 


Dawn Flare of the Ward 


A human guard might shield someone with their body, if the need was dire. The Firbara are not limited 
to such crude, if well intended methods of the flesh, for they can protect others with their soul. This 
Flare allows a Firbara to transfer their Corona to someone else. 


Dice Pool: Stamina + Empathy + Prominence 
Cost: 1 Essence 

Action: Instant 

Duration: One Scene 


Upon activation of this Flare, the Firbara’s Corona shifts and spins, whirling away from her in a blur of 
color and settling onto the target. For the duration of the scene any Flares the Firbara can normally use 
are emparted to the target as is their Prominence, for purposes of resisting harmful effects. The Firbara 
must initiate these effects (either before transfering the Corona or afterwards from nearby) and the 


Firbara pays the Essence cost of any Flares used. Once the transfer is complete, the Firbara can not 
access any supernatural powers for herself and is left to mortal devices. 


This Flare calls upon the selfless nature of the Firbara and can not be used to attempt to move negative 
effects onto a target or to manipulate the use of Flares to achive an end apart from the defense of the 
target. What constitutes “defense” is left up to the Storyteller; generally only effects that protect the 
target from direct or indirect physical or mental harm qualify as do efforts to aid the target in leaving 
the area of threat. 


At the end of the scene the Corona whirls again and returns to the Firbara. In the event that the target 
somehow became greatly distanced from the Firbara herself (greater than 1 mile per dot of 
Prominence) the Corona whirls away into the enemy air, vanishing completely. It takes the Corona an 
additional hour to locate its other half, during which time the Firbara is effectively reduced to a normal 
mortal. Additionally, the Corona will not leave if the target is still in active danger and only the Corona 
is keeping them safe. Once past the duration the Corona will return as soon as the target is acceptable 
safe from harm. 


This Flare may be used on other Firbara but only if the user is of a higher Prominence than the receiver. 
Redundant Flares (such as other Aegis Flares) do not stack, the Flare with the most activation successes 
is the active one; the other Flare simply fizzles out. 


Note: This Flare has no effects upon Facets; the Firbara may use them as normal during the Flare’s 
duration. 


Dusk Flare of Safe Mind 


The mind is as vulnerable as the body to the attacks of spiteful spirits and since their embodiment into 
flesh the Firbara’s minds are of great concern to them. 


Dice Pool: Resolve + Empathy + Prominence 
Cost: 1 Essence 
Action: Instant 


Duration: One Scene 


This Flare provides mental fortification against outside influences. It can be used on the Firbara herself 
or on a willing target within Corona range. The Corona is gently settled about the mind of the subject, 
insulating it against any outside effects. Successes on the activation roll are subtracted from any 
mental attacks on the subject for the rest of the scene to a maximum of the Resolve or Composure of 
the user, whichever is higher. The Firbara may affect only one target at a time with this Flare. 


Dusk Flare of Haven 


A home is sacred, a nest must be protected. By placing a burn mark upon a structure a Firbara can link 
it with her own Corona, allowing them to keep intruders out with their force of will. 


Dice Pool: Presence + Athletics + Prominence 


Cost: 1 Essence to place plus 1 per use 
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la Action: Instant 


iQ Duration: Lasting 


(2 When the Corona Flares, it scorches a mark, unique to each Firbara, upon a place of shelter. The 
4 Firbara can be inside or outside when using this Flare, the location is unimportant. Once the mark is 


(2 placed, it is lasting unless it is removed by the Firbara, another supernatural force, or simply cleaned 
away by those who dwell in the home (most Firbara place their marks in out of the way places to 


4 prevent this). 
Y As long as the mark is in place the Firbara is automatically aware whenever someone enters or leaves 
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the structure and whether that person is known or unknown to them (not who they are, just if they are 

(2 known or not). At the moment of this awareness the Firbara can choose to seal the passage, 
i preventing the individual from passing into (or out of) the shelter by spending a point of essence. This 
=) causes an image of the mark to flare in colored fire in the space infront of the subject, blocking their 
(2 path. The mark fades after a few seconds but the subject is now prevented from passing. This 

>) barracade lasts for the duration of the scene with no additional expendature of essence but fades once 
la the subject leaves the area of the shelter. Each individual requires a separate point of essence to be 
(2 spent (i.e. blocking 3 people costs 3 essence) and once established the barrier can not be forced 

=) physically without supernatural ability. If contested with a supernatural ability the ability must achieve 
(2 more successes than (the Firbara’s activation successes + Prominence) on their effort. Once the barrier 
-) has absorbed an attempt to break it down it becomes immune to repeated efforts from that same 
4) method. If the barrier is broken is it broken only for that individual but it can not be reformed in the 
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That a structure can serve as a shelter is the only requirement of this Flare, it does not require an 
le actual living space. An apartment, a home, a warehouse, or a tent can all be effective shelters but a 
(2 bench in the park, This Flare does not require a doorway or other sealable pathway, an open archway 
3 can be barricaded just as easily as a bank vault (though the vault offers better security in the event the 
Flare fails). 


lg 


a Unethical Firbara have been known to use this Flare to trap people inside of buildings or even prevent 
4 people from being able to enter their own homes. 
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(2 Facet of the Guardian 


a To stand between others and destruction was once a primary purpose for the Firbara. In memory of 
those times this Facet brings protection of others into the nature of any who carve it. 


(2 Dice Pool: None 
(2 Cost: 1 Willpower 


3 Duration: One Scene 
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=| This Facet is activated by a point of willpower and is linked to the effort of the Firbara to defend a 
(2 person or group of people but not a place or concept. Anything that would inflict damage on the 
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MY) subject of this protection must first strike the Firbara. As long as the Firbara survives the subject cannot 
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=) be harmed; bullets flatten against their skin, fist blows are feather taps, and explosions merely throw 
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YM them through the air. The subject must be present at the time of the activation. If a group is being 
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protected only those who are actively part of those present is included. Protecting “Electrical Workers 
Union #124” will not apply protection to every member of the organization, only to those present 
when the Firbara activates this Facet. 


Any attack rolls targeting the protected subject (or subjects) are instead made against the Firbara. Use 
the subject’s Defense but the Firbara’s armor since the subject is not directly affected by the attack. 
Any damage inflicted is applied to the Firbara’s Health. If the Firbara is knocked out or killed by this 
damage then the Facet ends. The Firbara may not benefit from cover, only from direct armor as the 
attack is mystically transferred to them regardless of their relative position. 


Attacks against large groups are handled with a single roll, representing the potential collective 
damage to the group, not individual injuries. Use the highest attacking dice pool and add one die for 
each additional attacker with a comparable weapon. For example, if the Firbara is defending a group of 
protesters who are about to be fired upon by hired thugs with pistols, use the highest pistol pool and 
add one for each additional thug. If one of these thugs where using an assault rifle to strafe the crowd 
while the others use pistols then only use the automatic weapon pool, the pistols provide no bonus. 


Facet of the Porcupine 


It is a fool who attacks the porcupine head on and a fool who directly assaults a Firbara who has 
learned to emulate one. This Facet changes how a Firbara’s spirit reacts to physical harm, using pain to 
forge spines of essence and disfuse the attack, returning some of the harm to the aggressor. 


Dice Pool: None 
Cost: 1 Willpower 
Duration: Instant 


To use this ability the Firbara must be able to present the proper face to the assault, meaning she must 
be able to see it coming. If she is so aware, the Firbara can choose to activate the Facet when attacked 
or delay her action in the initative order until such time as she is. The attack is resolved as normal for 
whatever method of attack is being used but before damage is applied to the Firbara mark off a 
number of “points” using the following values system: bashing equals 1 point, lethal equals 2 points, 
and aggravated eqauls 4 points. Once the total number of points is calculated make a roll using the 
total points as the pool. Successes are points against the attacker and failures are points against the 
defender. After the roll use the same system as above to convert the points back into damage levels as 
desired by the individual damage. IE, a character who has received 2 points can either take 2 levels of 
bashing damage or 1 level of lethal damage. 


Each point is actually a spine of essence, forged by the force of the attack. The greater the incoming 
force, the greater the likely bite back will be to the attacker. Distance and form of attack are not of 
concern for this Facet; magical spells from distant places and gun shots from across a room are 
countered just as effectively as punches and kicks. 


As a reminder, the Firbara must hold her turn to use this ability and can take no other action apart 
from moving her speed in the round of conflict in which this occurs. 


Common Flare: Resurrection 
The power to return from beyond death is inherent to all of Helios Chosen. With practice this mighty 
gift can be applied, in reduced form, to things apart from the Firbara themselves. 


Dawn Flare of Material Restoration 


The power of the Firbara is such that restoration of simple elements is of little effort. The only 
complication is to properly shape and form the missing elements. By igniting this Flare a Phoenix 
doesn’t need to worry about such petty concerns: the glorious material of the sun forms the required 
connections. The Corona infuses itself into the item and takes material form. 


Dice Pool: Presence + Craft + Prominence — 1 per Size of Object above 3 
Cost: 1 Essence 

Action: Instant 

Duration: One Scene 


This Flare targets a single broken or damaged device. The object must be non-functional or have taken 
at least its Durability in Structure damage but at least half of the object must still be present. A 
collection of pieces totaling half or over is acceptable. The target is specifically excluded from the 
damaging effects of the Corona for the duration of the Flare. All broken pieces are restored and any 
problems the item was experiencing are magically solved. The new parts are created from pure gold 
and the item glows brightly for the duration. Farther, due to its magical parts, the item gains an 
equipment bonus equal to the activation successes up to double the original equipment bonus or three 
if the item did not already confer a bonus. 


At the end of the scene the targeted object suffers Structure damage equal to the bonus it gained from 
the use of this Flare. If this would destroy the item then it is burned to a fine ash as the gold 
components erupt into flames. 


When the function of the object is to convey information at least half of that information must be 
present to qualify. If a book has had half its pages torn out then it can be restored, including the 
information on the missing pages, even conveying the equipment bonus to efforts to study it that 
scene. But if the book had been burned and can not be read at all anymore than too much information 
is gone to restore. The same holds true for electronic and digital media. 


This Flare does not impart abilities the object did not already possess, including appling the above 


bonus to unintended unfunctions. For example, repairing a broken office chair does not allow that 
chair to be weidled as a weapon while gaining the bonus for its magical parts because the chair was 
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not intended to be used as a weapon. There are some acceptions; a baseball bat isn’t, technically, a 
weapon but you would still get the equipment bonus if you used one to hit things. The Storyteller has 
final say over when the bonus may apply. 


Use of this Flare depends upon the Firbara’s generous spirit and will to achieve. It cannot be used to 
inflict damage on an object that the Firbara simply wishes to destroy. Any attempt to do so 
automatically fails and consumes the spent essence. 


Dawn Flare of Organic Repair 


The Corona can harm but it can also heal. By controlling the heat and energy of the Corona a Firbara 
can restore life and function to an injured living thing. 


Dice Pool: None 

Cost: 1 Essence per Health or Size 
Action: Instant 

Duration: Lasting 


This Flare restores or creates elements of living things. Used on a human being each point of essence 
restores a point of damage regardless of the type. At the end of the process the human must roll their 
Resolve + Stamina and achieve more successes than the Firbara’s Prominence + points of essence 
spent or be afflicted with heat visions, forgetting the experience completely. Used on an injured animal 
each point of essence spent heals a point of damage regardless of the type. Used on a living, damaged 
plant each point of essence restores a point of lost size. Used on a dying plant each point of essence 
grants the plant another season of normal life. Used on a seed each point of essence spent adds one 
point of Size or one year of growth, whichever would be the more significant. In the case of seasonal 
crops this instantly produces a single harvestable example of the plant, i.e. one stalk of corn or one 
vine of tomatoes. 


This Flare cannot be used to heal other Firbara but using this Flare on one does transfer essence 
between the two, allowing them to heal themselves. 


Dusk Flare of Penitence 


The flesh is not the only thing which can be harmed. The mind and spirit are frail as well and require 
equally tender care. The Firbara understand this well, and use this Flare to smooth the scars of the soul 
for a time. 


Dice Pool: Presence + Empathy + Prominence vs. Resolve + Prominence 
Cost: 1 Essence 

Action: Instant 

Duration: Concentration (One Scene) 


Upon activation the Corona dissolves into energy and infiltrates the mind of the target. Once inside the 
Firbara can see any damage done to the mind or spirit of the target, represented by lost dots of 
willpower and Morality score. Using this knowledge the Firbara can bring memories of previous times 
and emotions to the here and now, causing the target to remember anything they have experience, 
even repressed memories. This does not allow the Firbara to freely read the mind of the target, only to 
spot places where damage has been done and make short term repairs. 


This Flare has three mechanical effects. 


Firstly, the Firbara can cause whatever emotional response they desire in the subject in whatever 
degree of extremity they subject has personally experienced. So while one could force a subject to feel 
happy, they can only be made as happy as they ever remember being. The Firbara has no control over 
how the target reacts to this emotional shift, only the emotion they feel. This costs no additional 
essence and can be altered by an Instant action as long as the Firbara concentrates. 


Secondly, the Firbara can attempt to counter act outside alterations to the mind. Whenever the Firbara 
enters the mind of someone who has had their memories supernaturally altered or is under the effect 
of external supernatural control, they are automatically aware of it. The expendature of another point 
of essence and another activation roll (still opposed, the target’s mind will automatically fight against 


the intrusion). If the successes achived by the Firbara exceed those of the altering effect, that effect is 


removed. Each alteration must be removed seperately. 


Finally, the Firbara can return a target to a previous state of morality by triggering the proper 
memories. This raises the target’s Morality rating by 1 per success achives to a maximum of (7 + % 
Prominence). How this alters the behavior of the target is left to the Storyteller but the effects are 
likely to be dramatic and emotionally powerful. By spending a point of willpower, the Firbara can 
enforce the new Morality score on the target, forcing them to succeed (not fail) on a degeneration roll 
in order to perfrom an immoral action. 


Once the Firbara has completed her work she can either continue Concentrating to keep the effects 
going, cut the connection and let normalcy return, or spend a point of willpower (in addition to any 
spent above) to allow her to drop the connection while ensuring the changes last the entire scene 
before fading. Firbara generally agree that use of this Flare is ethical because it isn’t forcing the target 
to act against their nature: it is reinforcing their nature. 


An unethical Firbara, however, could do the reverse of any of the above: repress emotions, repress 
memories, and lower Morality. When so used, this Flare is referred to as the Flare of Profaning and is a 
Sin against Responcibility (exact level of sin determin by what one forces the target to do). 


Dusk Flare of Old Life 


Firbara understand that even after death, parts of the old life are carried on. By examining a piece of a 
larger object, a Firbara can learn about the moments of its seperation, the small death of a whole 
creation. 


Dice Pool: Wits + Expression + Prominence vs. Composure + Prominence (if applicable) 
Cost: 1 Essence 

Action: Instant 

Duration: Instant 


This Flare can be used for two very different purposes. Used on a whole object this Flare reveals when 
and where it was created, its “birth”. Used on a piece of an object this Flare reveals how the piece 
came to be seperated from the whole and allows the Firbara to track the location of the whole using 


the normal rules for tracking (this can take an exceptionally long time in some cases). Used on organic 


matter, such as a piece from an animal or plant, the Flare simply reveals the place and time of their 
birth if they are alive or the place and time of their death if they are not. If used on a human being, 
however, this Flare reveals their last “small” death or birth, which is the most recent major life change 
they have undergone, something that has altered the kind of person they are. 


Sensory information is not provided by the Flare; the Firbara simply knows the facts regarding what 
and who and is not provided with context. For example, if the target was recently fired from his job, 
the Firbara would know he had been fired, the date it occurred, and the exact location but not what he 
did to get fired or what his job specifically was. Each success on the activation roll goes back to the next 
newest small birth or death. 


Facet of the Troll 


Many cultures have legends of trolls, though they likely don’t use the same name. The most common 
are of savage creatures of great size and with great healing capacity. By altering themselves to be more 
like these ancient legends, Firbara can take advantage of increased regeneration. 


Dice Pool: None 
Cost: 1 Willpower 


This Facet grants a Firbara additional healing options. In addition to the normal regeneration all Firbara 
possess one who has this Facet can spend willpower to restore health levels. One point of willpower 
restores 2 bashing or 1 lethal. 2 points spent over two turns heals 1 point of aggravated damage. In 
addition the Firbara is able to restore the use of any detached limb or body part by affixing it to the 
stub and spending a point of willpower to begin the healing process. This can be done at any time after 
the limb is severed as long as the actual piece is recovered. Even in the event the Firbara’s head is 
removed from their body it can be resurrected by reattaching it within (Stamina) hours (this Facet 
prevents Rebirth until after this time limit has expired). Upon reattachment the willpower is spent 
reflexively. If the Firbara has no willpower, than she is simply dead and Rebirth or True Death occurs. 


Facet of the Moth 


By taking on this Facet the Firbara internalizes and understanding the ways in which life continues, the 
ability to see how it will end, and to encounter those who have experienced lasting death. 


Dice Pool: None 
Cost: None, 1 Willpower 


This Facet lets a Firbara see and speak with ghosts by focusing on them. While the Facte is constantly 
active an amount of focus is required to spot the etheral beings. The Firbara must actually declare that 
she is looking for ghosts in order to find them. Once one has been found the Firbara has the option of 
spending a point of willpower to be able to physically interact with the spirit for the duration of the 
scene. As an additional ability, she can tell how a given mortal being will die by observing them for only 
a few seconds, at the end of which she will receive the answer in a simple flash of insight. This ability 
can not predict violence death, which includes accidents such as car wrecks and gas explosions as well 
as stabbings or shootings; only the cause of death should things continue on as normal for the person. 


This ability can even be used on the dead, showing the Firbara how someone should have died. 


Chapter Three 


New or additional rules 


Well Spring of Life 


Like many creatures formed of a fusion between spirit and flesh, Firbara’s possess physical bodies capable of 
regenerating damage at an accelerated rate. A Firbara regenerates one point of bashing damage every minute 
and one point of lethal damage each hour. There are limits to their regeneration’s capabilities, however, and 
aggravated damage is healed at the rate of one per week. 


As part of their advanced healing rate Firbara automatically stabilize when they are badly harmed. As such they 
never need fear bleeding out from existing wounds. In the event that a Firbara is rendered unconscious due to 
lethal damage, they will automatically begin spending essence from their pool to heal their existing wounds at 


the rate of one per turn (if still in Initiative count), though there will be no external changes. When the last box 


of damage is healed, any remaining essence in the Firbara’s pool cooks off in a flash, sending heat and ethereal 
flame pouring out of the Firbara’s wounds and awakening the Firbara, fully healed. If the Firbara does not 
possess sufficient essence to completely restore herself then the resurrection does not occur until after she has 
healed her remaining lethal wounds naturally. Any aggravated wounds she might have suffered are not healed 
by the process but do not stop the awakening from occurring. The resulting visual display does not cause the 
Corona to manifest but it does cause Aversion in any mortals who happen to be watching. 


Farther, the average natural lifespan of a Firbara is two hundred years. At the end of its natural life, a Firbara will 
resurrect itself (outlined under Resurrection, pg XX) and begin afresh. Given the number of rebirths a Firbara can 
achieve before its Prominence runs too low to revitalize it, this gives them a natural lifespan of about 1,000 
years. The fact that few Firbara are known in present day that total even one half of that is asad reflection on 
the state of either the world or the choices of the Firbara as a whole. Religious is a popular past time for many 
Firbara, who sometimes have problems dealing with concept of living multiple lifetimes or with what might 
become of them after they finally experience Last Death. 


Supernatural Healing with Essence 


When the natural healing of a Firbara isn’t sufficient or when especially disastrous wounds are inflicted, essence 
may be spent to remove wounds in an instant. A single point of essence can be spent reflexively to heal either 
two points of bashing damage or a single point of lethal damage. Aggravated damage can be healed only with 
the expenditure of five points of essence, and this can only be done during times of solar harmony (sun rise, 
noon, and sun set) and causes the Corona to flare up. 


Bound to the Sun 


As creatures tied closely to the sun, Firbara have problems operating without it. Their vision isn’t as keen 
without sunlight, their balance is thrown off, and a dozen other tiny problems all come together to make Firbara 
just a little bit less effective. When operating during the night or in an area that never gets sunlight such as deep 
underground, Firbara suffer a universal -1 penalty to their dice pools. This penalty cannot be negated by 
supernatural abilities (of the Firbara or other creatures) and persists until the sun rises or the Firbara returns to 
an area that does receive sunlight. At the end of each scene that a Firbara spends active while in either of the 
above conditions, their penalty increases by one, up to a maximum of -3. A Firbara is considered active in any 
scene where in they take non-reflexive rolled actions. 
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Simple activities like walking, simple city driving, or normal conversation are not considered to be active for 
purposes of increasing penalties, so a Firbara is free to travel to the local supermarket, picked up some milk, and 
return home without increasing his penalty. However, any event while out at the store which forced him to 
focus, such as attempting to move through the store without being seen (a Stealth roll), to haggle with another 
customer (a Persuasion roll), or a sudden tire blow out (a Drive roll) would make the scene count as a scene 
spent active. 


Because of how easily they can become almost incapable of action most Firbara avoid night life, preferring to 
stay near their homes and Pools during the hours of darkness. Some however find it a cathartic experience and 
live an active night life. Especially adventurous Firbara have noticed that the weakened state makes certain 
substances, such as alcohol and most narcotics, much more effective in their system and will spend nights in 
active debauchery. 


Of special note is that the full moon and new moon are exceptions to this condition. The full moon is the only 
night when there is enough light for the Firbara to function normally, suffering no penalty to their actions what 
so ever and even generating a moment of solar sympathy at midnight. Under the new moon the base penalty 
starts at -3 to all actions, rising to a maximum of -5. 


Aversion 


The biology of the human mind does not cope well with the solar energy of the Firbara. This is most directly 
witnessed through the effects the Corona has on mortal minds, a series of related conditions broadly known 
under the term “Aversion”. 


When suffering from Aversion a mortal is still functional but generally is not fully rational. They will flee out of 
pain or fear but will otherwise continue to pursue their normal goals, just not very effectively as teir mind is in a 
state of disorientation and their reasoning ability is comprimised by false images and ideas. This initial condition 
is temporary, usually fading within an hour, leaving the mortal confused and likely in a measure of discomfort 
with little clear memory of recent events. A vast majority of humans affected by Aversion end up believing they 
experienced a sort of daydream or hallucination instead of actual events but for rare especially strongwilled 
humans the fading effect of Aversion leaves them with a sense of lost time and fear or anger at having been 
somehow tricked or deceived. It isn’t unknown for a mortal who has recovered from Aversion to claim that they 
have been abducted by aliens or shadowy government agents. 


Provided that the exposure is a singular event there are no significant long term side effects to Aversion. 
Repeated inflictions of Aversion over long periods of time can damage short term memory, cause dehydration, 
and in extremely cases increase the risks of certain kinds of cancer, especially skin cancers. 


Phoenixes and gold 


As silver is the metal of the moon, gold is the metal of the sun. For a Phoenix, gold is a bane greater than any 
other. Gold is immune to all of their powers and, in the form of a weapon, deals lasting wounds. A Phoenix who 
is killed by a weapon made from gold has their fire snuffed entirely, suffering True Death regardless of their 
maximum Prominence. 


To make matters worse, gold is deceptive. Phoenixes can not sense gold and its touch does not cause them pain, 
it numbs them to its presence. If a Firbara is struck by a weapon touched with gold, they will not even notice the 
damage unless there is an additional effect, such as the sound of a gunshot or the impact of a knife hilt. In 
addition, Phoenixes tend to overlook gold or golden items. To notice an object of gold is present a Phoenix must 
be looking for it specifically and success on a Perception roll or it simply does not catch her eye. 


Creating Shards 


A Shard is a small piece of a Firbara’s Gem, seperated from the larger piece with massive mental/supernatural 
effort. 


Shards can be created in one of three ways. They can be grown from the Gem by a Firbara’s force of will and 
extracted from the body physically. They can be cut from the Gem using an edged weapon. And finally they can 
be collected from a Phoenix’s body after killing one with a gold weapon. 


The growth of Shards is a long process and involves some risk to the Firbara. First, a new flaw must be formed in 
the Gem. This causes a disruption in energy flow which is “fixed” by filling in the gap with additional gem. Once 
this is completed, it must be broken off from the Gem itself and collected from the Firbara’s flesh. Extraction is 
the most dangerous part due to the Gem’s position directly beside the heart. 


Mechanically, a Phoenix spends a number of points of Willpower equal to the rank of the Flare the Shard will 
hold plus one to create the flaw. As soon as this is done the Phoenix can no longer use the Flare being 
transferred to their Shard. They then spend an uncomfortable week waiting for the break to be filled in before 
beginning extraction. 


Shard Extration 


This is an Extended action requiring one hour of uninterrupted work per roll. At the minimum this requires a 
stable place to work, such as a sturdy table, and a sharp cutting tool, such as a scalple. The action is essentually 
an open heart surgery as Gem must be accessed to remove the Shard. 


Dice Pool: Intelligence + Medicine 


Modifiers: High quality medical equipment (+1); Assistants with at least 2 dots in Medicine (+1 per assistant to a 
maximum of 3); Poor conditions (-1); Surgeon has a Strength of 2 or less (-2, this can be off-set with an assistant 


who possesses the required Strength); Patient was not given a local anastetic (-2); 


Success: The Shard is safely removed. 


Chapter Four 


Storytelling 


Their Father’s Rules 


Since the time of prehistory, a mandate for all Firbara, or rather of all Firbara who maintain 
Responsibility, has been to safeguard human kind. This is universally referred to as “the Mandate” by 
Firbara and Epimetheans alike. Before the Flaw, things were supposedly extremely simple so it follows 
that the instructions Helios gave to his children where simple. As a result the modern records of these 
“rules” are vague. No longer immortal, no Firbara’s memory stretches back far enough to remember 
anything regarding the original members of their kind and the ability to understand the language of 
spirits, the first language in creation and the tongue in which the Mandate was handed down, has 
passed from the Firbara. In the present day the Mandate, in its simple glory, is all that they have to go 
by. 


This places a great deal of weight on the individual to determin that exactly a Firbara must do. Clearly 


they are to protect humans but are they obligated to protect individual humans, especially from one 
another? Perhaps the mandate applies to humanity as a broad concept or to a certain level of society. 
Without some method of determining the mind of Helios there can be no true certainty regarding 
which course of action is the correct one. However, this hasn’t stopped the Roosts and other small 
flocks of Firbara from proclaiming their own version to be the correct one. 
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Appendix One 
Antagonists 


lacchians 


lacchians (classical); Earthbound (common); Old Snakes; Trust Fund (modern) 


lacchians are essentually snake spirits. However, their analog with terrestrial snakes is by design only 
and they are unconnected as far as the Shadow and Material worlds are concerned. The creator of 
these entities, known as lacchus, was a powerful spirit alien to the world. He was one among many and 
by no means the greatest. While his fellows where industrious in their desire to invade the world of 
Gaia, lacchus only desired to be left alone and enjoy existance as he saw fit. The last of his kind to be 
struck down, lacchus refused to turn himself away from drink and pleasures of the flesh even as he was 
slayen. 


It was from this strange self destructive pacifism, and its own alien nature, that lacchus birthed his 
children. While the bodies of the others where destroyed, such effort for the sedentary lacchus was 
deemed unnessacery. And while no one watched, the being’s bones, and hair, and veins all slowly 
slithered away, leaving only a pile of wasted and useless flesh and fat; so where created the lacchians, 
both of spirit into the material world. 


Exemplars of self interest, lacchians seldom do anything that is not directly motivated by their own 
comfort. They enjoy the best in life and of the flesh and are willing to manipulate others into achiving 
their desires for them. The average lacchian is not particularly bright, bearly more intellgent than a 
normal snake, with desires to match. It wants to eat and it wants to lie in the heat of the sun. In this 
simplicity also lies their weakness. An lacchus requires energy to function, the essence of heat and 
motion, which it can only acquire from others by theft or consumption. They most desire the energy of 
the sun because acquiring such essence frees the lacchian from the need to hunt additional essence for 
the greatest amount of time. 


There are only two such sources available on Gaia: Helions, the spirits of Helios, and the Firbara. 


Types 


lacchians are divided into three broad groups, which liken themselves to their origin from lacchus. 
Gorgons claim to decend from lacchus’ hair and are veinest among their kind who refuse to fight prey 
directly. Septus rose from the veins and carry the hatred of Gaia for rejecting lacchus in the form of 
venom. Typhons, grown from the bones, are the largest and strongest, crushing their prey and enemies 
within their coils. 


Growth 


lacchians are born like other material creatures; they are not simply poofed into existance like spirits. 
Most come from nests of eggs and quickly leave any siblings or parents they might have behind, easily 
beginning their lives with all of the knowledge required to survive. Many die in their youth, just like 
normal snakes, because it can take several months or years before the greater intellect kicks in. 


la Eventually, after sufficent amounts of essence have been gathered over the course of a lifetime, an 
7) lacchian can grow to a great enough size that their brain kicks into a higher gear and a greater 


lg 


-) awareness of their surroundings comes into play. 


B 


va For an lacchian in the wild, far from humans, this means they will eventually come to dominate the 


R 


surrounding wilderness, capable of killing anything that might threaten them. Whenever human 
ls explorers report encounters with monster snakes, it’s more than likely an lacchian for whom life never 


vA became complicated. 


tz 


I What will motivate an lacchian into greater development is a taste of raw essence. Essence carrying 


the qualities of heat is addictive to lacchians because it causes their minds to go at a break neck run 


ly 


4 compared to their normal slow crawl. Desires grow greater along with this increase and within hours of 
(2 acquiring their first mote of essence they desire more. The more one gets, the larger it grows and the 
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” 
3 The difficult part of the situation is that acquisition of essence. Although tied to the material world, 


i 
(2 Likewise they can sense the presence of Locuses but have no method to drink of their essence. There 
i are two ways in which an lacchian might acquire essence. The first is to bite and drain a manifested 


-) spirit, which all of their breed are instinctually compelled to do, should the chance offer itself. The 


lg 


A) second is to ingest an animal or object with contains essence, which they are also compelled to do by 
MY) instinct. 


la 


YM With the essence in its system the lacchian’s eyes open anew. Dormant abilities quickly awaken, cells 


tz 


>| 


la overextended lacchian will crash into a comatose state, remaining in a death-like trance until the scent 
(2 of more essence brings it around once more. This is not unlike spirit dormancy but since the lacchian is 


3 a physical being there is a body to consider. As a natural defense mechanism, lacchians quickly take on 
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more alterations it can begin to make to itself. 


lacchian are able to see the Twilight and any spirits who might dwell there but can not reach them. 


divide and grow, and within a very short time to essence is spent. Without more fuel the now vastly 


qualities of the area in which they collapse. Hedges, rock piles, cement barriers, whatever seems to fit 
174) into the area, the essence infused skin of the beast seems to do a far job of immulating it. 


la What happens after an lacchian begins craving essence depends on the personality it developes. Some 
(2 continue growing while maintaining the same body type, becoming truly massive and unnatural 


=) snakes. Others stop growing larger and instead alter their bodies, developing new organs, new senses, 


ly 


4 arms, legs, or even wings. The only true constant with an lacchian is its desire: it will do whatever is 
174) must to have what it wants. 
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(2 The final transformation of an lacchine occurs only rarely and requires specific circumstances. If an 
I lacchian is able to ingest a Shard from a Firbara’s Gem or is somehow able to consume a Firbara (along 
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ly 


A) transformed into a perfectly clear jagged gemstone called a “mani”. The lacchian is likewise 
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with its whole Gem) than a new transformation occurs. In a burst of heat and light the Shard/Gem is 


i) 


B 
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transformed, into the shape of a human. Such beings are known as “Ichchhadhari” (classical term, 
originally from India), Serpent People (a colloquealism of practicality), or Fruit Pickers (a derogatory 
drawn from the Biblical story of the serpent in the Garden of Eden). Regardless of the name, they are 
deadly foes who possess the ability to control other lacchian, manipulate essence directly, and through 
the mani, create mockeries of Firbara Flares called Chills. These inverted abilities siphon heat, light, and 
energy from around the lacchian, causing humans to become confused or hypothermic and damaging 
nearby objects in the same manner as the Corona. Ichchhadhari call this their Algor. 


All lacchian hate and desire Firbara because of their connection to the Sun and their bountiful essence. 


Solar derived essence will sustain an lacchian longer than any other kind and as such all of them are 
drawn to it. 


Appendix Two 


Default Setting 


